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ABSTRACT 
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REHABILITATION ASSOCIATE Tj^INING 
FOR ^ffLOYED STACT* 



MODULE I 
DESCRIPTORS: 

OVEEVIEWi 



RA-IO Tokan Systems 



This module provldas information and prac= 
ties for daveloping tokan economias. It 
amphaslzes tha nead to use laas intrusive methods ^an 
possible* It eovers the steps In daveloping a token 
system^ how to implemant it and how to ehift to mora 
normal reinforcers. 
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BEHAVIOR 

^1 List 3 reasons why a tokan ecQnot^ may be useful^ 
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List the conditions under ^ich ona should con-- 
aidar using a tokan econon^* 



— Describe two possible problems ^*n a token econo^ 
^^JP md one way to avoid each. 



escribe how to make praise a reinforcer. 



Design a token econon^ for an individual or g"Oup 
with which you work. 
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EVALUATION 

Class test 



Class te 

5 



Class test 



Class test 



Class exercise; You mumtt 



a Clearly speeify the behavlDrs that earn 
Of 3 

b 

Balance wages and prices, 

d 



lose tbkMs. 

Use a token that is convenient to give 
and difficult to trade or steal. 



Provide an adequate menu of back-up 
reinforcers and 

Provide for maintenance of behavior dur- 
ing phase-out of the system. 



lahavior managemfint procaduras^ used in rehabilitation . "'^^^ 
set tings to deal with cliant bahavior deficits and aKces^"^ 
las ara basad pritaarily on principles of ^Z4J%^0H^2ntQ^, ^ 
lainforcament ^ as discussad in graatar detail in the other' 
lehavior Management modules^ is most effective ^en it is ; 




Jnfortunately, workshop' settings are such that it is not -y- 
ilways feasible to Individualize reinforcers and/or deliver 
:ham ismiediately* Some interrupt workshop aotivity (fra- i 
iuent snacks, actlvitias) | soma are only available pario^ ; 
iically (paychack, certain activities ^ etc.), 

;t is because of this that iofeen ralnf orcement is often 
iseful. Tokens help b^tAdg^ gap betwaan appropriate 
►ahavior and availability of effective ralnf orcers* In 
loing this, tokens serve as an alternative to the use of' 
praise which can also be delivered Immediately but is not 
ilways reinforcing, 





TokeM fa^c^e the. gap fae^aen appHjop^Uat^ 
g b^ay4M/L and avaMab4ZUy o£ e^tjeceiue JLeUniomeJUl 



Pli^?^®^^®^ -the following situations : 




JaW^ a yearoiJ Mn wicfi yem ' ^y^^^ ^^tEough 
he la able to perform his job (assei^llng cams for small 
motors) aGGuratelyi he spends very little time wrking. 
He frequently disrupts other workers, taking their supplie 
pinching women and pretending to be a movie "tough guy," 

Whenever you try to praise Jack for working, he swears at 
you md stops. When you praise him, ha avaragea 1.2 cams 
per hour. If you leave him alone, he averages 2.6 cams 
p.er hour. Industry standard Is 11 cams per hour. 



Praise, obviously, is not the answer, 
not reinforcing. TOiat can you do? 



tor Jack, praise is 




The residents of the Happy Haven Home for the Handicapped 
are, to put it bluntly, slobs. They rarely make their 
beds, clean the bathrooms and living areas or police the 
grounds. They wash the dishes and their own bodies only 
with much prompting (yes, call it nagging) from staff. 
Staff have tried praising clients for doing work. They 
have resorted to criticising clients constantly when they 
do not do their chores. What can be done^ 

• • • • • * A ik • • • • * • JL 
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^^ottter tool you caD use to change brfiaif lor ^wW 
P^^dpesn't work is the tokm ZOJOnomy* A tokan acono^, or 
^^' tokm KQAn^oAcmmi system, is on© way to bring powerful 



rainforcers to work with a ellant 




tokm ^aonomy 
Jji a system 




.-Si 

M 




A tokzn 4ji a fymg^Z^ u^PuLah aan fae exchanged At- ; 
Aj^£oAC2JLb^ Soine itensa which have served as tokans include 
poker chips s slugr points or punches on a cardj trading 
stamps and the granddaddy of tham all, monayl 



The money aystam Is a token systam. You aarn money for • 
certain behaviors (such as coming to work). You spend 
money for rainforcers (such as heat^ food and entertain^ 
ment) , Tha monay isn't important in itself. What is Im^ 
port an t is the things that you can buy with it # And ^ as 'M 
one comic said^ "The. onZy ^Jmq moYie^y oouL't buy 4j> povQM^*^fl 

Am ;jith any token economy ^ you have to learn the relation- 
ship betwaan money and reinforcars# For many of your cll-^ 
enta who have not learned this relationship, money is not ; 
a token reinforcer. The value of money depends on tha : 
prices and availability of tha rainforcers it buySp com-- ; 
pared to the work it takes to earn. Whan prices and wages 
are out of balmcej the economy has problems. 




PPP 



The money mcmowy is very □ottpleK* A i^ole field of atudyj 
sGonoiaice, concerns Itsalf mainly with money* The tokan 
mysumm you use will be much siller. But even the aim- 
pleat token systema q&xl be thrown Qut-of^whack by problema 
of inflation, shortage of reinforcerss satiation even 
strikes ("T oUn^t goma woHk ioK S pQ4M^ an hau/LJ') 




Token systems are like the rhyme about the little girl 
with the curl I 



^ the. mZdMz oi hoA ^oAdimd. Whm 6hz 
Qood^ 6h(L mub vmy, good. Bat wkm 4fee 



use token systems then? Because * when you are workln§ 
with dif £icult-to-motivata clients p ^en they (token sys- 
t^a) are good, thay are very, very good I 




Tofeen 6ystm6 Me 



The ganaral rule ±mi U4£ tokem onZy whm 4^pZ^, Ze^6 
M^itHM^vQ. HjiAnioH.(L2Jib {4aait u pwAMe^ don't vooJik^ Always 
try mora normal social conaequenGes or simple eontracts 
first. Then, if praise, simple contracts and othar unln^ 
trusiva reinforcers do not workj plan a tokan system* 

Thar a are two. raasons for trying praise (and criticism) 
baf ore tokens t 

IThe first is that special reinf orcemant systems ara 
less normal J more eKpansive, more difficult to im- 
plement and unlike the way competitive employment 
sifcuations oparatef Thareforas tokan (and other 
special) reinf orcament sya terns must eventually ba faded 
out* So, if you can get the daslred bahaviors without us- 
ing a token systam at all^ you won't have to fade anything* 

2 Second i you should usa powerful reinf orcars only if 
there is planty of room for improvament. If a be- 
havior is already acceptable, a spacial rainf or ce- 
ment systam is unnecessary. Moreover, if you re- 
mova tha system abruptly^ the bahavior may end up worsa 
than it star tad. Although it may sound obvious to usa to-- 
kans only when naeded, token systems are often used unnac- 
essarily. This often occurs when there is a token acono^ 
for a idiola group, regardless of the behaviors of each in- 
dividual * 



is 
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5o far we have momtly told you when not to use a token 
system, When should you use a token system? While there 
is no stagle correct mawer for this, the following guide- 
lines may be helpful i 
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LUe. a iok^ ^y^tom lAXiMi an AMdLLv^uaZ o/t gwap 
idim a peA6Z6tmt pwbJLm oacnJu le^p^aJjaLty to 

mat OK natu/utL KzAnioKaoM hav^ Seen t^od un- 

U6e man^y 06 a tokm /LZin£a/iaaK ion. bohmjAM/u 
£oK wklah momy ^ Jtho. a6uat /i^mioJiaeA ^ aom- 
pet^Mv^ mployrmnt pimt-mtz tufu. 



As alludad to in tha introduation , there are several rea- 
eons why a well-planned trken system may be uaefuli 



1 
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^qJm£o/i(L£Jl^ m If there's enough variety , thara 
will always be something reinforcing a^^ailable. 

TokoM COW fae g^ven ^4j7imed^tai&£^* Reinforcars are 
most effective whan given i^qjfliately. However j 
they often must be delayed * ^^l^p^The tokens bridge 
the delay. By being exchTOgf^H® relnforcers^ 
they become reinforcers for themselves. 

Tofeen /LQ^qtMAmm^ con fae adju4ie.d ^qk JMdLLvJ^tkiaJL 
skAJiJL £ey££6* When someone is learning a new 
skill, reinforcement must be frequent. Once the 
skill is well^learned, special rainforcement should 
be given less often* For exmpla, you might ini^ 
tially give one token following each correct step 
in a 20=step assen^ly taskj then 20 tokens only 
when the task is con^letes than count the nunier 
of assefflblies completed each hour and give 20 to^ 
kens/asaaiBbly at the end of the hour, 

Tofeen^ Qjon fae g-iuan m^oat ^inteJiAapt^g an aatc- 
V-Uiy* Snacks and reinforcing activities would 
disrupt the task on ^ich the client is working. 
Tokens may be given during the task and redeemed 
later for reinforcars 
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Tokm Zaii may 64 twed 04 a mUd punUhaA. S^b 
tokens begin to aerva as relnforcers, token loss 
(fmas, charges) may be used to decrease unaccep- 
table behaviors. This 1« an examplr of response 
cost , 

By poAJUng pw^ie. mM tokeM, pfwLUe. aan be. mad& 
-Mo a n.ZAJiion£.eA. A neut .-al stimulus (ona that 
has no effectlon behavior. In this case, praise) 
can be turned Into a relnforcar by pairing the to- 
kens and praise. For this reason, you always 
praise as you give tokens. 

For example, snacks are generally available only at 
specified times, such as breaks. 

jowever, you must assure that the tokens do not cause 
distractions. A client who is given chips as tokens 
lay play with them. To avoid this, the chips might 
bm placed in a clear plastic box, or pockets on a card 
nould be used. 







SEE SELP-TEST #2] 
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There ara several ateps In planning and Implementing a to- 
ken econonQr. Thay are basically the same whether it is a 
group or an individual token ayatem. Aa a preface , keep 
in mind the following cautions about group token ayatems; 



1 

2 



Evm though the. ^ystm ^ 4et up a gmup, 4^ 
mLL6t fee 4ndtv^du^Zize.d. Only those clienta and 
those behaviora which require tokens should be on 
the ayatemj for the reaaona listed in the section, 
^^en to Use a Token System * 

AaoA^dA^a^Lan ^tandMd^ and aouAt qmu -impZy that. 
gmeMZ ^feen ^y^ien^ a/te not CLonstdoAed "tndlvZ- 

dmJL tn^^atmmt," They must be modified for indi- 
vidual needs * 




G/toup toktn 4y4i£m^ muMt fee tnd^vtdimJUz^d ion. 
aU^znts and bthavtoH^! 



Given those Cautions, the steps are the same for group or 
Individual token systems. 
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SpQ.c^iy the. atLmt6 ' bzhaulonj, theut 
need a. ipzcMZ fLeJ.ion.ammt Mj&tm. 



Q^Check protresa on individual goals 

b Determine whether a simple reinforcement system has 
been attempted. ■ 

^Defint taa behaviors which will earn tokens. 

ipeoify qualities as well as quantity of performance. 




tL"-" you would first check 

his IPP to look for goals. You would then see which be- 
haviors are already imptoving. Finally, you would pick 
out those behaviors from the IPP which are not improving 
and define them for use in the point system. 

If the short-range objectives on the IPP are clearly de- 
fined, you may be able to use them as is. If they are 
sometAat vague, you should clarify them. 

In Jack's case, let's assume that he is still not tending 
-o his work and that he spends more and more time ' 
disrupting others. Because praise is not working / 
as a relnforcer, an individual token economy may 
be considered. Let's take this one step-by-step 
Try filling in each section before reading on. Re-v 
menier, there could be many different correct answer 

e5>. 
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LOSE: 




Worklng-Qii^t aek i Jack might earn tokene at first 
for working for a complete 10 minutes* '^Working 
could be defined as "hmdling or reaching for neces=* 
sary materials or tools, listening to supervisor^ or 
raising hand to signal supervisor J- He must do these 
without leaving his station." 

LOSE Pinching I Jack might lose tokens for touching an- 
other client with his hands I 



Taking supplies ; 



Disrupting I doing any activity which causes a work^ 
er who is on=task to stop working for more than 5 
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RA-IO 



V&veJ.op a menu AeMi^oAc.eA4 , 



a Ask cllenta what they would like In terms of taneiblea. 



.privileges and special events. 



b Watch to see what clients do when given free choice of 
activities . 

^Llst as many practical reinforcers as possible. 




It would help to know Jack, but here are some possiblli- 
tie«. Money (especially for points earned for vocational 
tasks), snack Items, at break, extra break time, movie tick- 
ets, TV time during work or at home (if parents or resi- 
dential supervisors agree) 
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a Decide on an average hourly wage. For vocational work 
(eg.s contract work) ^ this will depend on the certi-- 
fied wage. Usually , pay for vocational work will have 
to be -n the form of money i. Any tokens given for 
these tasks will have to be in addition to wages* 

For nonvocational tasks (such as academic workj at tan-* 
ding to task^ arriving on time and asking for help) 
the most important , mosr difficult or most time-con^ 
suming behaviors should earn the most points, 

bSet prices for privileges, special events and materi- . 
als. Balance these prices so that the amomt of work 
needed to buy them is not too great or too little, A 
rule of thinrib may be that the amount of work necessary 
to earn an item should be similar to the Mount of 
work which would earn the money that item costs. For 
eKample, an hour of working on a task without disrupt 
ting others should earn a client tokens worth about 
the client "S certified wage. The cost of privileges 
(eg, ^ extra break time) should be adjusted so that the 
client will be likely to purchase privilegas at least 
as often as he/she purchases material goods. 



So 
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Set prices and wagas for Jack*s 
bahaviors and reinforcersi 




WAGES 



PRICES 



(List aach behavlDr 
for ^ich Jack can 
aarn tokans # Give 
a wage for aach*) 



(List reinf orcers 
from Mnu, Give 
a price for aach J 



FINES 



(List each be 
havior for 
whldi Jack 
loses points 
Give a cost 
for each*) 




WAGES 



A^said)le 1 cam 
corractly^30<^ 

Stay in work 
area 10 mins. 
without leaving 
- 1 token , 



PRICES 



Items— cash or 1 
token/ 150 

Break timers tokens/ 
5 minSs use of TV 
or gMas . 



FINES 



Pinch-5 



Take^=^10 



Work at least 9 
mins* during 10 
mln»^2 tokens. 



Special events^ 
negotiable. 



Disrupt-=2 



Here is how these figures were derived/ The industry 
•standard for producing cams is 11 per hour. Assuming an 
industry pay rate for this Job of about $3,45/hour, that 
is roughly 30c/cam, This would^ of course^ depend upon 
the actual pay rate In the local area* 
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In this case- wages for asssfflbling cams may not be used 
for purchasing privileges* There may be legal barriers 
to use of work earnings to pay for breaks , On the other 
hand, tokens may be used as cash. In this case, simply 
staying on task, for 10 minutes, is worth as much as com-* 
pleting a cam (2 token ^ 30^) , 

However 5 these tokens must also be used to pay the fines 
for unacceptable behavlora * The balance should permit 
Jack to take two 10=m±nute breaks each day* As Jack's be^ 
havior improves, both tokens and fines should be f^ed out. 

+ ^ -fC ik HI"C 




a Tokens should be easy to deliver. They should be a-- 
vailable only by earning within the point system and 
should be hard to eKchange or steal. Some good tokens 
are 

poZyMi on a oMd 

hoJLu ptmcJt^d ^ a CMAd 

bit should be possible to both give and take away tokens 
(although the emphasis should be on giving them) * 
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Clients should be able to see the tokens as they are 
earned* Often 5 facilities will keep piece work wage 
records or other token earning records In a staff of- 
fice* When that is done^ they will probably nQt work 






A bank book style of card carried by Jack might work* 
Dally totals could then be put in a ledger kept by staff. 
Each day. Jack would start over* iKtra points would be 
saved for movie tickets^ expensive Items md special e= 
vents* Saved points could not be used for snack bar, 
breaks or TV* ' 



S.^LE LEDOTR SHEET 



Date 



9/28 



Time 


E^gmd 


# 


9il0 


area 






9:20 


area 




1 


9:30 


area & 


work 


3 


9^40 


work 




2 


9:44 








9:45 








10:00 


area 




1 


10 lie 


area k 


work 


3 


IO12O 


area h 


work 


3 



Fines Igurchases 



disrupt 
disrupt 



break & drink 



10 



By 



SubT 



1 
2 
5 
7 
5 
3 
4 
7 
10 




2,5 




Establish the %*alue of tokens. If naeessary, the first 
day you may give tokens free and allow iimediate ex^ 
change. Start with frequent exchange periods and then 
make them more natural and infrequent * Require in-- 
creasing amounts of work to earn tokens. 

State the wages and prices in advance and 4^afe ^ 
Zhoml When you adjust them^ describe the change in 
advance. If possible negotiate with the client when 
changing wages or prices. Then be QjomA^tmt in using 
the system. 

Do not permit clients to get "advances" against future 
earnings , 

Do not haggle. Give points according to the planned 
schedule. You may wish to establish a formal griev- 
ance procedure J but do not argue about wages, 

Never promise a misbahaving client that you will give 
him/her more points if she/he quiets down or gets to 
work. This will only reinforce disruptive behavior. 
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Do not threaten. Give at momt one warnings then fine. 
If you are going to give a warning , that should be 
atated In advance* 



^pBafore giving points or tokens ^ assure that all work 
la done at the required criterion level. 
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^eure that clients know how to do the behavior. 
Teach and teach again. The token system Is an aid in 
teaching, not a substitute for teaching* 

# Praise when giving tokens * Tell the client what she/he 
J did to ear thm token. Then give the token. This Is 

done in order to develop praise aa a relnforcer and to 
turn criticism Into a mild punishar, 

• Istabllsh a time and place for token eKchanges. Inl- 
0 tially, tokens might be exchanged for relnforcera at 
^ each breaks li Mch and the end of the workday* Gradu- 

c^^ly^ these should be extended so that exchanges occur 
once per week (except for those normally occurring at 
breaks J such as purchase of a soft drink)* 



Using tokens for Jack: 




^J^Tell how you will establish tokens as relnf 




orcers i 



b 



Tell ^en and where token eKchanges will take pi. 



ace I 



Tell what will happen if fines place Jack "in the 
hole I " 
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^J^Tell ^at to do if Jack has no points at break timei 




a Start out with tokens being given free and eKchanged at 
mm break* Then watch while Jack makes 1 cm. When he 
finishes p give him 30c plus 1 token for staying plug; 2 
tokens for working. Allow him to eK^ange those inmia- 
diately for 3 minutes of break ttoe* Then shift to the 
planned system^ 

If the shift is too abrupt and Jack does not work, you 
may need to use shaping, A possible shaping sequence 
is as follows I 

Start with level 1, Advance a step after 2 consecutive 
days with 5 cams /hour and no more than 5 fines/day* 

Level It Give 1 token about every 3 minutes if he is 
in his area the ^ole time. 

Level Zi Require him to remain in his area and work 3 
full minutes for 2 tokens. 

Level 3 1 Require him to stay In his area and work 5 
full minutes for 3 tokens. 

Level 4 1 Require him to stay in his area and work 10 
full minutes for 3 tokens* 

Notice that we specified the steps clearly mxtd we spe- 
cif ied the criterion for moving on, 

^ Jf^ Jf^ 

2 6 28 




Record oxid evaluate 



a 



Describe %^at behav±or(s) you will monitor and^how 
you will record them. 




b 



Describe how you would record token earnings and los- 
ses. 



a 




b 



Record cams made4ayi Have Jack put completed cams in 
a bin. Count them at the end of the day and record* 

Record disruptions (including pinches and takes) I Dur- 
ing two 10--minute periods each day^ watch jack care- 
fully and count how many times he does these, NOTEi 
We did not comit directly from the point card. Be- 
cause ataff are busyi they may not see all instances 
of the behaviors, Msop when you begin fading the 
system, not all instmices may show on the card* If 
possible, it is best to record goal behaviors separate- 
ly from the point system. 

Each day, add total number of points earned, total 
fines, total spent tokens and subtotal to date. Keep 
a record like the following i 



tOINTS E^IED 


1 FINES 1 


i PURCHASES 


SUBTOTAL 


1 1 







Take these directly from Jack's point card. 
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Fadt out th^ 6y^tm 




Praise each time you give tpkana. Tall 
the cliant did wrong aach time you take points. 



b 



Increaae the delay between earning tokens and axchang- 
ing them for back-up reinforcars. 



Incraase tha requiramente for aaming points (quality s 
quantity or both) * 

CGive largar nui^ars of tokanSs but give them lass 
of tan. 

d 

eRalnforce only intarmittently * The behavior bagins to 
pay off only once in a while. 

f Teach the cliant to give his own tokens or monitor her 
own bahavior, Spotchack periodically. 

NOTEj Of course you do not fada out a pieca-work pay svs- 
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Fade out tha system^ 



How would you fade out Jack's token system for working on^ 
task and completing cms? How would you fade out tha use 
of the fines? 




1 

2 



4 




Requira longer periods of eonstant work for on '-task 
points* 

Give points for coi^leted cms only after 5 are donep 
than 10s then at breaks ^ etc* 

As you fade out on-task points ^ begin to rely more on 
brief criticisms following misbehaviors* 

Give Jack a kitchen timer set for 10 minutes* Have 
him give himself points if ha has stayed in his work 
area and worked throughout the interval. Spotcheck to 
assure he is reasonably accurate in giving tokens, 

RemeB^er, praise before giving points* Criticise be^ 
fore fining* Then continue to use these natural social 
consequences as you f|ide out the system* 



consequences as you f|ida out tha 

^^^^^ 



So 



I SEE SELF-TEST #3 




Hara are some comon problams with token aconemiea . The 
suggestions may halp you out, but this is not a cookbook* 
Token systems can be complicated * gat help if yours is 
in trouble* Following are common problems found in token 
systems and suggestions for avoiding these problams. 
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Wo ieac/Lingi Tokens are not a substitute for 
teaching. Use prompts , chaining mnd shaping to 
teach the behaviors that earn points* If you have 
a point fine system, allow tha client to earn back 
some of the points by correctly practicing the 
appropriate behavior. 




Von^t Stop tmch^Q Just 



-j^ijT I • ill-* 




ReqiU/LM£J^t6 to mnn pa4M^ o^e too hAQht if nec- 

cessary, shape." Remambtr it is batter to give 
small reinfercers often thm to give a large ra= 
inforcer only occasiona .ly * 

Shapz bdiav^Jt by 




EKLC 



tquAAm^y^ to QMm poJj^ o^e too £oWi The client 
ill not maka progress. Gradually raise the criteria. 




e 4u4e thz QjLLwt ^ 

^ 1 £o/L /L&in£oAawiz^ ^£ 4X M 
^ I too 2MyI 



P^ae^tWige ^fao^anae* If prices are too high for 
pages, clients will "strike*" 1£ wages are too high^ 
clients will earn ^at they want and then show erra^ 
tic bahaviors . 




Keep wiage6 cuid '-p^ce^" 
4.n batanae.! 




EootJt2.g K2AnioH.Q.QM * If most or all the reinf orcars 
are available outside the econoiity^, the system will 
not work well. 



5on'^ g4.ue ^e^^o^ae^) 



# 0 
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CLLe.yit6 e^xckang^ oK 4^ea£ tokm^i This may produce 
effects similar to bootleg rainforcers. Only the 
goal bahaviors should ba reinforced with tokens. Us- 
ing codad tokens or points on cards may prevent this 
problem. 

% p04Mt ^y6tm p^ewew^ oLLmta 
^wm tmdUMQ on. st^aZlng toko^ml 




7 



Imd&quatt menu 0{ heMioKceM'. Behavior will be er- 
ratic. When possible, have a menu Including a variety 
of tangible Items, dal3y actlvltlas and occasional 
special events. Be sure that items on the menu have 
been identified as relnforcers for the client. 



OA. the. aWewi mas -£04 e int^utl 





OthejL aU&yvU AJoteAiem mWi a cZLmt on an Mb/UmZ 
^Ck2n &y&tmt Provide special relnforcers for the 
group based on the person's token earnings. 

Qfwap fLeJjiiofLcmmt majj aZ&o ^ 
be. neausoAy 4.4 yoa aAe. wo/dUr^ 
on an AMlvldumt cZleMt'4 beka- 





PoMa aJL& memingluA ojl not vt64ble.t if the staff 
-*ep the points in a place not visible to the clients, 
he tokens are not Imnedlate and the system may not 
work. If tjie tokens are meaningless to the client 
do free exchanges as described in the section on uiing 
tokens. If points are too abstract, try tangible to- 
kens like poker chips. 
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hz 4y6tm JJi AnaomMtayMLy applied* Assure that 
lehavlors that earn and lose points are wall defined, 
se tokens whi^ are practical to give and take, 
rite the trtiole system down* 





Whm thz tokm ^ystm ^ teJurUnat^^ Mnpwvmzyi^ ^ 
thz otLmt^h b2havi.QHM SaddmJty ^a££ apc^. This us- 
ally means the system stopped abruptly before praise 
was turned into a relnforeer. Fade the system g-^oda- 
a££y, praise each time you give points and describe 
the problem each tlM you fine. CoRtume fmaM^ng 
after terminating the token system. 



6y6tm AMtmd oi d/wpp^g 
JX abmiptZy! 




This is a checklist for grading your token economy, 
you follow it, you shouldn't have any trouble. 

GOOV LUCK! 



If 
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Projects Dasign a token econony 
Polnta to pass* 12 

Criteria 

iTha bahaviora that earn tokens 
_ ara clearly apacifiad. 

2 At least 75% of tha behaviors 
or potential points ara pro- 
ductlva bahavlors rather than 
lack-of -disruption behaviors. 

'Tha target bahavlors are Indl- 
^ vlduallzad. 

The quality of response and 
'quantity ara spaclfled, 

A menu of ralnf oraers la pro- 
vided ^Ichi 

a. provides adequate variety 
is balanced with wages 
provides for both short- 
tarm (dally or quicker) sad 
long-term range conaequencaa . 

The token I 

a. Is easy to give 

b. la difficult to ataal or trade 

c. allows for response cost 

How the behavior will be main-- 
tainad is described^ 
a* praise before tokens 
b. increasing behavioral cri- 
terion 
Cp increasing delay 

d. self -presentation of tokens 



b. 



5 



5 



A monitoring and evaluation sys- 
)tem is set up. 
a, tokens earned and spent 
b* behavior improvement 




Hax. 



Earned 



1 

1 

1 
1 



1 

1 



TOTAL* 
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Walker, H.M. and Buckley ^ N.K, , Token Reinforceme nt Tech- 
niques . Eugene, ORi E-B Press, 1974. This book in- 
cludes the principles of developing and operating to- 
ken econoniies. Although intended mainly for class- 
room token economies with children, it has many use- 
ful ideas. It also inQludeS a review of research and 
san^le forms • 

Ayllon, T., and Azrin, N., The Token Econow ^ New Yorki 
Appleton-Century-CroftSs 1968, The classic which 
introduced token economies, this hook describes an 
economy in an Institution. It covers many of the 
practical and thoretical issues. 

Kazdin, A., The token economy i A review and evaluation. 
1977* Mi evaluation and review of token economies ^ 
their accomplishments and limitations. 

Phillips 6t Phillip , E., Fixsen, D. and Wolf^ M. * Tlie 

t eaching-famiiy handbook . Lawrence, KSi The universl- 
t'y of kansaa Printing Service, 1974. Aimed at teach- 
ing-parents in group homes for adolescents, this book 
provides an eKample of a highly sophisticated, power- 
ful token econony. It also provides an excellent dis- 
cussion of an informal teaching strategy, provides 
detailed task analyses of several household chores and 
covers many other areas of group home operation. 

Sanders, R.M,, Behavior modification in a rehabil itation 
facility . Carbondale, ILi Southern Illinois 
University Press, 1975. This book covers a 
number of brief studlfts done in a work ac- 
tivity center and sheltered workshop. To- 
ken reinforcement is used ±n several of 
the studies. 
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Ambwb that you have decided to implamant a tok-n 
system in your program. Provide an outline below 
of the ssquanca of steps you should take- 
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